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INTRODUCTION 



Thank yoti for your recent purchnoe of 
Witt '8 Notes. You liave Just Joined liun- 
dredo of fellow adventurers worldwide who 
demand the very best In adventuring. Wltt*8 
Notes are available for an ever growing num- 
ber of adventure games. 

This hint book should give you all the 

answers you need to successfully complete 

your adventure. In addition, you should 

find the maps clear and very easy to follow. 

For more Information about our hint 
service, software, posters, save disks and 
more consult our most recent catalog. Also, 
It contains all of the pricing. Including 
the quantity discounts. 



Thanks , 
Kyle 



Copyright (c> 1904 Witt's End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic or mechanical, without permlssl 
in writing from Witt's End Assoc. 



HOW TO USE THIS BOOKLET 



As we advertised, this hint book is 
laid out in such a way that you get the 
clues you need and no unv/anted answers • 
Therefore, many answers are encoded, as 
well as several hidden questions. 

We have tried to make the unencoded 
questions as general as possible, but 
only you can ensure that the book is used 
properly. That means no translating 
answers randomly and no looking at the 
back of the book untiT~you have complet- 
ed the game. 

We advise that you read the General 
Hints section before going on to any of 
the specific clues. The general hints 
section provides information pertaining 
to background, parser, author's style 
and overall purpose. 

Please decode only one hint at a 
time. We feel that you can get the most 
out of your adventure by discovering 
things for yourself. The hints should be 
used only when you are completely baffled 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false questions to throw you 
off guard. Also, we have provided a 
complete list of objects which you can 
use, but you may see items there you have 
not yet found. 
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THE CODE 



To help ensure secrecy for the por- 
tions of the game as yet unexplored by 
the player, Witts' End provides a code 
quite simple, yet cryptic enough to avoid 
gaining the answers at a glance. Basic- 
ally, each letter of the alphabet in each 
word is moved one letter to the right. 

Ex. 

KTINJ TMCDQ CGD QTF 
LOOK UNDER THE RUG 

For your convenience a short program 
is provided below (for Apple only) to 
decode the hints on your computer. 

10 HOME 

20 VTAB 8: PRINT "ENTER CLUE BELOW:" 
30 HRZ = 1 

40 VTAB 10; HTAB HRZ: GET CHAR$ 

50 IP CHARi = CHRiJ (3) THEN 180 

60 PRINT CHARi 

70 A = ASC(CHAR^) 

80 IP A = 90 THEN A = 64 

90 IP A = 13 THEN 10 

100 IP A<>32 THEN A = A + 1 

110 CHARiJ = CHRiJ(A) 

120 IP HRZ = 39 THEN PRINT CHRi(7) 

130 VTAB 12: HTAB HRZ 

140 PRINT CHARIJ 

150 IP HRZ = 40 THEN 30 

160 HRZ = HRZ + 1 

170 GOTO 40 

180 HOME: END 



Note: Only letters are encoded, numbers 
and symbols remain the same. 
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ABOUT THE MAr 



Tranr.ylvaaia* s map is divided into two 
ccctionn. They are the Forent and the 
Cantlo. All oJ" the locations are rhovm* 

An mentioned in the general hintr. sec- 
tion the locationn in. ^rannylvania twist 
and tui-n villianounly • Therefore, the 
map has an^'^'-lin^p; direction lines. Sbme- 
timcs entering: an area from the south 
meant that you would leave it i rom the 
east etc. Without a map, this pave the 
f:ame an illusion oi beinp larger than 
it actually is. 

As for the key, it is printed on 
the second pafje of the map, the Castle. 
It explains everything: except for cer- 
tain rooms like the entrance to the 
house and the interior. These are shown 
to be connected when they are actually 
not. You must enter the house by typ- 
ing; "Go House". 

Also there are three locations on the 
map which are not labeled because they 
are secret. They are n^^st numbered one, 
tv/o and three. They are: 

1. Sghr hr spd rdbqds zmmdw. 

2. Sfthr hr s^rd Iqzsd. 

3. Hf^hr hr s^^d zqdz adloiv fqzsl. 



GENERAL HINTS 



Transylvania, from Antonio Antiochia 
represents a quality effort in ^^raphics 
brilliance only superseded at this time, 
by Tiherwood Forest. Also, Transylvania i 
a good adventure with many tough and chal 
lenging puzzles. There are many cute lit 
tie additions to the gaiae v/hich make it 
fun. 

The parser in Transylvania is the 
standard two word format. It*s vocab- 
ulary is average but not that extensive. 
Don't be afraid to try anything for it 
has a fast save routine. OJ^ten, the 
game will surprise you in knowing words 
that are relatively obscure. Most of 
the puzzles in Transylvania involve items 
so it's best to keep everything you find. 

The dangerous characters should be 
avoided until the means is found to deal 
with them. Cliches do apply in Transyl- 
vania. In other words, olten what is 
obvious will work. Most importantly, 
remember that there is a time limit 
looming over you, so don't v/aste any 
time. 

Mapping Transylvania would be diff- 
icult if a map vjore not already provided. 
There are not that many locations but 
they do twist around. Hopefully, the map 
supplied is clear enough. IJ you should 
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have quer.tionn, turn to about the Map. 

fhe plot of Tranr.ylvania is tricky* 
Many users commented that they would 
f^uess wliat would be used where and v/hen 
and they would invariably be v/ron/^. This 
is the prifiary problem. 

Transylvania is not explicit about 
why. thin/Tfi don't worlc or do work which 
adda to the difficulty. Users have com- 
plained about the parser particularly. 
Often people on the ri^ht track were 
thrown off the scent by usinf?; the wron^i: 
word combination. So, il you think some- 
thing is rif!:ht, keep trying. Be suspi.^' 
cious . 
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THE FOREHT 



1. What is the f:oal of Transylvania? 

A. . Xntq fnzk hr qdrbtd s^d Oqhmbdrr. 

B. Gnvdudq, xnt Izx Imrd sqzbj ne sf?;d 
inzk. 



2. Is the stump important? 

A. Gzud xnt dvjzlhmdc hs? 

B. Hs hr bnudqdc vhsg Inrr. 

C. Rnldsghmf hr mddcdc sn bkdzm hs. 
1). Xnt Izx mns pzud chbnudqdc hsxds. 
E. Zqd xnt rstlodc? 

P. Vzqmhmf E bnmszhmr sfjd zmrvdq. 

G. Zbhc eqnl pts chrrnlcudr sf;d Inrr. 



3« How do I move the rocks by the cave? 

A. Xnt bzm's. 

B. Xnt bzms dmsdq spd bzud srhr vzx. 



4. Who keeps sayinfi; "Get out" 

A. Z qntf/T unhbd. 

B. Nauhntrkx, (r,d vzmsr xnt sn kdznd. 

C. Gd'r mns udqx onkhsd. 



5. Who keep making?; rustling noises? 
A. H cnms jmnv. 
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B. Cnm's kdr> hn ann^dq xnt. 

C. Itrs z Ihmnq zmvhdsx hmctbdq. 
Rzld fndr enq sgd fghl bfi;tbjkd. 



6. How do I kill the werewolf? 

A* Dudq vzsbp vdqdvnke ohbntqdr? 

B. Pzf^khb cndrmfi ans/rdq phi* 

C. Svn hsdlr zqd mddcdc. 

D. Xnt mddc z ohrsnk znc z riikudq atkkds, 

E. G/rd ftm Itrn ad knzcdc* 
¥. of^x Rf^ins Vdqdunke* 



7# Where is the pistol? 

A. Ehmc hs xntzrdke. 

B. iifrd dzlkd vhkk cqno xnt mdzq hs. 

C. lls'r mni} ,n:hccdm. 

D. Ils'r hm sp:d zsshb ne spd fiitrd* 



8. Vi/hcre is the silver bullet? 
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A. Knn.i lunz okzbd ne cAzsp;. 

B. Mn mns hjn bdldszqx hm vzlnin, 

C. Nodm Ggd bneehm. 



9. Help, the werewolf keeps killinr me, 
what can I do? 

A. Sgd vdqdvnke zoodzqr qzmcnlkx. 

B. Xnt Itrs zunhc ghl. 

C. Kdzud knbzshnm zr mnmzr gd zoodzqr. 

D. Xnt Itrs ehmc spd Idzmr sn jhkkghl. 



10., Where is the Witch? 

A. Enqstmzskx rgd'r nts ne snvni. 

B. Rgd kdes gdq bzs sn ftzqc aqnnl. 

C. Sqx qhchjnf /rdq aqnnl. 



11. How can I satisfy her cat? 

A. Chillis bgnrr hsr ozsg. 

B. Vgzs cn bzsr khjd? 

C. Gnv zants sgd sgqdd gtmfqx Ihbd. 



12. What is the brooms purpose? 
A. Hs bzm ad qhccdm. 
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D. Qhchnil* hr otcr nnt hm z r.qdd. 

C. rjqx f^dzchml* r.r.d rhJm. 

D. Xnt kdzqm Vf^drn n/rd rtm f:hrdi'. 



14. What 3 G the f^arlic J or? 

A* Sf:x dzrhmf hr. • 
B* Dudq vzfihf^ zmx pjiqqnp; Inuhdr? 
C. Ih3 hr trdc hm s/^d tazrskd. 
Hr> vzqcr nee r>fi!:d uzlohqd. 



1 [3 • In the cabin important? 
A* Us rddlr dlosx. 

B. u^dqd hr zm zmhlzk'r fjdzc nm spd vzkk 

C. Lzxad Hfrdqd hr z rzed adfhmc hs. 

D. Gzud r.nt r.qhdc r>n Inud hn, 

E. Xnt Itrn sxod "Otkk c^qmr" 



16. Where in the acid uned? 

A. Che xnt r.qx r.n cqhmj hn. 

B. r>qx ontqhmi' hr, nm r.^^^d fqntmc. 

Hr. Itrr, ad ontqdc nm nild nphmr. 
1). D Bnmszhmr rfd zmrvdq. 
E« Ontq rf^d zbhc nm pfd rntlo. 



17. How do I rcfiurrect the corpre? 
A. Okzx zmnnrdq Jzldl 



18. What do I do with the ptatue? 
A. Hr }ir ne z rrqzmJd bqdzstqd. 
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B. Lzxad nf>;hr hr rzaqhin/. . 

C. Gzud xnt (nrrdm Hmrhcil r./'d bzud? 

D. Pnrsdm rp-qntf^^ r^d Knl).blc cnnq. 

IC. Bqxrszk rop:dqd dv/okzlimi) v/':zs cncn* 
P. Xnt ltrr> eqdd npd bqd/.::t()d. 



19* How do I free the creature;? 

A. Nmd mddcr af.A bloizj ziiic / hmr* 

B* Vzud sgd qhmf zr, rnzntd, 

C. Rtoqhrd xnt knrd cf^d qlmil** 

D. Cnms vnqqx sghr hr (ilil/^:; oqnbd ctqd. 



20. What is the cross for? 

A. Hs adknmfr hm z bdl(h:zq>:. 

B. Hs bzmad trdk dkrdu/':dqd. 

C* Rnldnmd hr qeqzhc no Ixiiu'i^dr. 

D. Jhkk spd azlohqd vhr/-; hr. . 

E. Sxod rpnv bqnrr. 



21, Who is buried in the c^rnvu? 

Am Che xnt qdzc spd fqzurlnuund • 
B. Sgd rslimd bnmbd zkr Inrjd r/^zm xnt 
I Gf;hmj. 

) 

22. What is the loaf of brond lor? 

A. Lzxad s^^d Ihbd zqd rtinlq::? 

B. Gzud xnt ozqsz jdm ne hs. 

C. Hqtlakd hs. 

D. Hs rdqudr mn otqonrd. 
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23 • What doof I;Ik» f rog want? 

A. Jhrrliml hi Izx pdko. 

13. nnld."./ liiii ( hm bzrskd hr gdkoetk, 

C* Gd vr.iiir.T' clihdr. 

D. BpdVj.j [)lr f^d vda hm spd gtG. 

Ekhdr Z(|H limrhcd sgd bzud. 
V. S^dx llffi Md bztfgs vhsg (tikxozodq. 



2/| . How do I otil.or the cave? 

A* JJgd qnhjr- hzmn ad Inudc* 
D* Srdqd hr r.mn ngdq vzx. 

Rntlo fidndzkr Fgd vzx hm. 
D. Ehqrr> xnl 1 trs bkdzm ngd ratio. 
111. Trd r.^nl r.hhc cqnl sgd gtf^. 



25. How do I ro\, out of the cave? 
A. Chf? 

13. JJqx Innlnnr r.frd qnbjr. 
C* Dqx rz.jhmf vhyzqcr annj. 
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26. What is needed to open Lho door in tho 
cave? 

A. Sgd fnakhmr jdx? 

B. Gzud xnt entmc spd linhjohb j? 

C. Sgx Inuhmf sgd qnb;)f. 

D. Hs hr hm srA vhy zqc'r* bknz,i. 

E. ofThr hrhm ngd rdbqdr. unnl. 

F. Rdbqds qnnl hr md5>;(| h*/.ahm. 

G. Kqx otkkhmf f^nqmr nni cddq (innrd). 



27. How do I catch the fliot:;? 

A. Gzud xnt addm hm n^nl hinnkd? 

B. Xnt mddc ekx ozodq. 

C. lis hr hm rlzkk bgzla(J(i hm bzrskd. 



28. How do I get the key Iroiii the goblin? 

A. Gdr z qdzk ozhm akk ,":Ur/»n. 

B. Khfgs ghr gzhq nm ehcid. 

C. Rzud sgd fnakJim enq \i'Mj(\q. 

D. Enqrs xnt Itrs dmsdc] l)'/.ud. 

E. Sgdm xnt Itrs rzshrex ;;/\d eqnf. 

F. Kzx himhc sn sgd hm luMlihrn. 



29. Is the shooting star impor Lnnt? 

A. Sdr hs hr. 

B. Xnt Itrs gzud eqddc r./d v^khdm. 

C. Qdstqm sn sgd bkdzqhml . 

D. Cnm's ad zeqzhc sn dnir.dq. 



30. How do I open the- cofi'inV 
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A. Sp-d 117.1 ohqd cndr mnc khd hmrhcd. 
Rziul s/ tl bneehm enq kzrs. 

C. VzqMunnr (!, D, E and F bnmszhm zmr- 
vdq 

D. Xnt iM<ldc7. rszmfd cduhbd. 

Spihr lif Tianzhmdc ax eqddhmf zkhdm. 
F* Zmc (liiirdqhmr rozbd rfi:ho. 
G* Oqdr r* nl.f.Gnm vp;hlcd hin snvdq* 



31. Where ir. Mu^ elixir? 

Am Gzu(^ fill I. Icnnjdc dudqxvgdqd. 

13. Sgdqd hr nmd okzbd nnt fTZUdmnn. 

C. Xnt cLtt. Inud Gp;d nnlarsnmd. 



32. IIow do T opon the prating? 

A. Vpzr: rqv^rlimf? 

13. Gnv r.niii;?: r>f?:d Jnakhmr jdx. 



33* How do ] awaken Sabrina? 



A* Che xnt jhrr f:dq? 

D. Qdzc spd annj hjn fj/'d l)'/.nd. 
C. Xnt Itrc vzud s/^d d I. hv;li(| . 
D* Ontq he nmcfd oqlini hdt r. 

E. Sr:din "ndkk b^zmr.." 

F. Rnqqx vqnmf zcudmr.t()(l , l)kzo frr^imcr* 



34. What do I do with Sabrina? 

A. Hgd'r udqx adzts hetk... 

B. Vf^zs z bnmbdojs IP 1 ^^-rz-^zlde. 

C. Hs Hr z mhbd mhf/^r» cnri bqthrd. 

D. Rn rzhk zvzx cqnl M/niT* Ihdqzakd 
kzmc • 

E. Rzhk s/Td anzs r.nt r>vj);:. 
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THE CAGTLE 



!• IIov/ do ] v/rn-(l ol'f the vampire? 

A. Xnt rn(M(^ rn Id fzqkhb. 

B. \\c> hr onl.),)n lim n^rd r/r^ibj. 

C. Atr. r:/ ^1 nr.lohqd vhkk mdudq zoodzq,.^ 
D* Vphd >:nt bzqqxhmf sgd bzqkhb. 



2. How can Uio vnmpire be killed? 

A. Xnt uuh^f^ vnldnpihinf eqhl sgd fqzud- 
xzqc . 

Uzloli(|dr '.(id zeqzhc ne bqnrrdr* 
C . oxod *' I h '^ bqnrr" 



3. IIov/ can 1 diiiib the ladder? 

A, Che ::nL .';(|x? 

B* nnldiiiiul (•Hill's vzms xnt to sf;dqd. 
C. sqzs (»(l(|riiin Itrs ad jhlckdc. 

B. Uzohfpi I 1. ad cdrcqnxdc. 



4. How do I (Hor.o the trap door? 

A* Xnt Id ''.III ridchmc sfrd uztks cnnq* 

B. Che xni r.fix? 

C. Qdzk!::'l 



5. What ir inr-ido the coffer? 
A. ndd onq xntqrdke. 
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B. Uzlohqd'r qhinf khdr vhii,- linu 



6. IIow is the coffer openc«IV 

A. lis hr runs knbjdc. 

B. Rnldnmri cndrci's vzms :\n. 

C. Uzlohqd Itrs ad jhkkdc. 



7# How do I take the torch? 

A* Xnt Idzm hm sgd dmsqy. ' i;!:!:. 
B. Hs hr spdqd enq cdbncj^'.jdiiim. 



8. What are the vines for? 

A. Sgdx zqd vnqsgkdrr. 

B. Sgdx bnmbdzk mldsghnil • 

C. Sqx Inuhmf sgdl. 
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COMrLlCTE !rK;T OK ITEMS 



Thic lif'.t (M)ntains only those items 
that can bn picked up and carried. It 
is intended nr. nn aid for the player who 
needs to know wliat he is missinp. It 
should not be studied too closely by those 
who have no I; yot solved the pafae . 



Bottle o1 Ac i ll 

Broom 

Croi;s 

Elixir 

Plies 

Fly Paper 

Garlic 

Lock Pick 

Pistol 

Princess Snl^rinn 

Silver Bullet 
Stale Breach 
Stan;^c Devic^o 
Tiny Key 
Wizard* s C 1 on I: 
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JUST FOR TON 



Have you ever tried... 

Eating anythin/T. • • 

Kissing the Damsel ( Princcr.r; ) . . . 

Looking at the corpse... 

Looking at the gravestone... 

Sailing the boat (before rescuing Princess) 

Taking the Crystal Sphere... 

Climbing the ladder... 

Opening the coffin... 



Tranryl vnilia is a product of Pen- 
CMin Softwnro. Witts' End Associates is 
not in wholo or in part, affiliated with 
Penf:uin Sortwnre, ^ ^ r.^.-^c 



We hope that you have enjoyed the 
use of this booklet, and that you have 
received the maximum benefit poaslble. 
If you should still be liavlng any problems 
with this game, feel free to send In your 
queries. We will try to answer your letter 
OS soon as possible, providing you with per 
sonal service • 

Also, should you liave any complaints 
or suggestions about this, or any other of 
our products, feel free to v'flte us* 

Your purchase assures you a free 
catalog wltli your order and quarterly up- 
dates. Anyone can order another even If 
they have not purchased any of our products 




Witt's End Assoc. 
42 More lio use Rd. 
Raston, CT 06612 
(203) 25/1-0728 



Happy AdventurlngI I 



